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Atari & Commodore 64 versions by Robert Cook 
Instructions for the Apple 11+/lie/lie, Commodore 64 
and Atari 400, 800, XL/XE Computers. 


GETTING STARTED (Apple Atari) 


Put the KARATEKA disk in the drive, label side up. On the Apple , turn on your 
computer and monitor. On the Atari , turn on the disk drive, then turn on your 
computer and monitor; if you are using a joystick, make sure it is in Control Port 
#1. The title sequence will be followed by a prologue and a self-running demo. 
When you are ready to play, press any key or joystick button to start the game. 


GETTING STARTED (Commodore 64) 


Make sure the joystick is in Control Port #2. Turn on your disk drive and then 
your computer. When the busy light goes off on the disk drive, insert the 
KARATEKA disk, label side up, and close the drive door. Type LOAD 
"KARA",8,1 and press RETURN. After loading, the title sequence will begin, 
followed by a prologue and self-running demo. Press any key or the joystick 
button to start the game. 


CONTROLS 


JOYSTICK 

Push the joystick up to stand up, and release it to get into a fighting stance. 

Punching and Kicking, Advancing and Retreating 

Start from the fighting stance. On the Apple , press button #1 to punch and button 
#0 to kick. On the Atari and the Commodore 64, quickly press the button to 
punch and slowly press the button to kick. 

Move the joystick up and down to control the height of your punches and kicks. 
Move it to the right to advance and to the left to retreat. 








Running and Bowing 

To run forward, start from a standing position. Then move the joystick to the 
upper right. On the Apple, press button #1 to bow. On the Atari and Commo¬ 
dore 64, press the button to bow. 

KEYBOARD 

From the Fighting Stance 


Apple/Atari Commodore 64 


Q/A/Z 

punch high/middle/low 

Q/A/Z 

W/S/Z 

kick high/middle/low 

W/S/Z 


Advance 

> 


Retreat 

< 

SPACE 

Stand up 

SPACE 

From the Standing Position 


Apple/Atari 


Commodore 64 

B 

Bow 

B 

-► 

Run forward 

> 


Stop 

< 

SPACE 

Get into fighting stance 

SPACE 


THE GAME 


You've just made a long, hard climb up the rocky cliff beneath Akuma's castle. 
You pull yourself up onto solid ground only to find yourself standing before a 
massive gateway, your way barred by the first of the palace guards. Beyond 
looms Akuma's palace, where the fair Princess Mariko is being held captive. You 
must rescue her from the evil Akuma. 

You can withstand only a limited number of hits. The row of arrows across the 
bottom left of the screen (orange on the Apple, red on the Atari and Commodore 
64) tells you how many. Every time you get hit, you lose one arrow. If your last 
arrow disappears, you die. The row of blue arrows across the bottom right of the 
screen tells you how many arrows your opponent has left. As long as you avoid 
getting hit, your arrow supply will be replenished. 

Every guard has a different headgear and fighting style. As a rule, the guards get 
tougher as you advance into the palace. 

When you kill a guard, take advantage of the opportunity and run foward. 
Watch for danger when you're standing or running. In these positions you're 
vulnerable to attack — one well-aimed blow could kill you! 










SPECIAL KEYS (Apple) 


ESC 

J 

K 

CONTROL-R 

CONTROL-S 


CONTROL-X 

CONTROL-Y 

CONTROL-E 

CONTROL-B 

CONTROL-N 


Freeze game. Press any key to continue. 

Select joystick control. 

Select keyboard control. 

Return to demo. 

Turn off music. Press again to turn off sound. 
Press again to turn sound and music back on. 

Flip joystick X-axis. 

Flip joystick Y-axis. 

Exchange X and Y axes of joystick. 

Exchange joystick buttons. 

Reset joystick settings to normal values. 


SPECIAL KEYS (Atari) 


ESC Freeze game. Press any key to continue. 

J Select joystick control. 

K Select keyboard control. 

CONTROL-R Restart game. 


SPECIAL KEYS (Commodore 64) 


RUN/STOP Freeze game. Press RUN/STOP to continue. 

J Select joystick control. 

K Select keyboard control. 

Fl Restart game. 
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LIMITED WARRANTY INFORMATION 


Disk Replacement Policy 

If this disk should fail within 90 days of purchase, please return with proof of purchase for prompt FREE 
replacement. If the disk has been physically damaged, or after 90 days from date of purchase, please include 
$5 for replacement, plus $2.50 for postage and handling. 


Limited Warranty 

This manual and the software described in this manual are sold "AS IS", without warranty as to their 
performance. The entire risk as to the quality and performance of the software is assumed by the user. The 
user, and not the manufacturer, distributor or retailer assumes the entire cost of all necessary servicing, 
repair, or correction and any incidental or consequential damages. 

However, to the original purchaser only, Br0derbund warrants that the medium on which the program is 
recorded shall be free from defects in materials and workmanship under normal use and service for a period 
of ninety (90) days from the date of purchase. If during this period a defect in the product should occur, the 
product may be returned to Br0derbund or to an authorized Br0derbund dealer along with proof of pur¬ 
chase, and Br0derbund will replace or repair the product at Br0derbund's option without charge to you. Your 
sole and exclusive remedy in the event of a defect is expressly limited to replacement or repair of the product 
as provided above. 

If failure of the product, in the judgment of Br0derbund, resulted from accident, abuse or misapplica¬ 
tion of the product, then Br0derbund shall have no responsibility to replace or repair the product under the 
above terms. 

Nonetheless, such products (and products that become defective after the ninety day replacement 
period) may be returned to Broderbund along with $5, plus $2.50 for postage and handling, and Br0derbund 
will provide you with a replacement. 

The above warranties for goods are in lieu of all other express warranties and no implied warranties of 
merchantability and fitness for a particular purpose or any other warranty obligation on the part of Br 0 der- 
bund shall last longer than ninety (90) days. Some states do not allow limitations on how long an implied 
warranty lasts, so the above limitation may not apply to you. In no event shall Brpderbund or anyone else 
who has been involved in the creation and production of this software be liable for indirect, special, or 
consequential damages, such as, but not limited to, loss of anticipated profits or benefits resulting from the 
use of this software, or arising out of any breach of this warranty. Some states do not allow the exclusion or 
limitation of incidental or consequential damages, so the above limitation may not apply to you. This 
warranty gives you specific legal rights, and you may also have other rights which vary from state to state. 

Copyright © 1984 Broderbund Software, Inc. 

The user of this product shall be entitled to use the product for his or her own use, but shall not be 
entitled to sell or transfer reproductions of the software or manual to other parties in any way, nor to rent or 
lease the product to others without the prior written permission of Br0derbund. 


Broderbund 

For more information about Broderbund and our products, write to us at: 

17 Paul Drive, San Rafael, California 94903-2101 

©1984, 1985 Broderbund Software, Inc., Apple,Commodore and Atari are registered trademarks of 
Apple Computer, Inc., Commodore Electronics, Ltd. and Atari Corporation respectively. 


